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Your adventure would be very difficult 
without this guide. It includes maps of 
all the towns and mazes in Phantasy 
Star II. Study it carefully as you pursui 
your quest. Go forth in strength and 
honor, brave adventurer. 































Your adventure would be very difficult 
without this guide. It includes maps of all the 
towns and mazes in Phantasy Star II. Study it 
carefully as you pursue your quest. Go forth 
in strength and honor, brave adventurer. 

















Your Journey 


ture 


should you find yourself completely stu mped arid 
unable to proceed. It's best to read the hint only ii 
absolutely necessary, and then, only the hint you really 
need* Have fun! 


t] PASEO TOWN.6 

A RIM A TOWN 




rr+f 








































V T ' f \ ' 1 

Jta. ii m m m ■ 




H 


OQ 

jy 

, ' 

40 
48 

F CONTROL CENTER ■ ■ •• • 49 

- r 


k-i® v. 








r I - n . 




* * * *. 54 

TJ YELLOW DAM .58 

|Tj BLUE DAM ••**••62 
m GREEN DAM '■•'•■68 

[71 GAIRA.72 

[7 PASEO TOWN.74 

m 


i --v *7- - 





























Your journey starts 
from this town. 


ASEO 

TOWN 


Start your journey 
alone. 


Your journey starts from Paseo. 
First, ask the Commander of 
Mota in the Central l ower the 
reason for your first journey. The 
Commander asks you to go to 
the Biosystems Lab where the 
Biomonsters a re created, and 
bring back a Recorder, He does 
not know where the Biosystems 
Lab is located. You need to talk 
to the townspeople ami obtain 
that information. They will also 
give you some hints for your 
journey. Back in your home 
awaits Nei who will accompany 
you. Then go to the stores and 



You wake up after 
dreaming of a battle 



BUILDINGS (H PASEO 



• CENTRAL TOWER • CONTROL TOWER 

• TELEPORT STATION • AGENT S HOME 

• DATA MEMORY • HOSPITAL 

• CLONE LASS 


TOOL SHOP 


MONOMAT £ 

20 

DIMATE 

60 

ANTIDOTE 

10 

TELEPIPE 

130 

ESCAPIPE 

70 



ARMORER'S STORE 

KNIFE 

100 

DAGGER 

200 

SCALPEL 

T80 

STEEL BAR 

BO 

BOW GUN 

300 

SONIC GUN 

640 


protective gear 
st ore _ 

HEADGEAR I ?n 
CARBON SUIT 128 
CARBON VEST 120 
FIBER COAT 300 
CflflNSHIELD 540 
CRBNEMFL 420 








































buildings. They sell various 
weaponry and devices which 
you will need, We suggest you 
, iIso buy some med ica 1 supplies! 
Venture forth after obtaining 
your supplies and as much in¬ 
formation as possible in this 
town. 



At the Cenlral l ower 
the Commander of 
Mota will ceil you the 
purpose Of your first 
journey. 



Return to your home. 
Net is waiting, 
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STffiTMK 


Arima looks 
devastated. What 
happened here? 

Arima is the first town 
you find. 


RIMA 

TOWN 


BUILDINGS IN ARIMA 



BUILDINGS IN ARIMA 




ARMORER S STORE 


HOSPITAL 
TELE PORT STATION dagger k 200 

Clone labs steel sar bo 


l SWORD 1 200 

I CERAM KMIFE 2800 

: SONIC GUM 640 

: SHOT GUM 800 


s 





































heave Paseo and head north. 
Arima is to the northeast, 

ft is the first town you come to. 

»> 

Hie town has been dynamited 
and destroyed by the scoun¬ 
drels. 

Talk to the townspeople. They 
tell you that the daughter of 
Da rum has been kidnapped by 
scoundrels fromShure. 

Now you know your next task 
is to find Shure, 

Shure lies to the east of Arima. 
There are no data memory or 
tool shops in Arima. You and 
Nei must be well equipped for 
[fie perils ahead. Buy yourself a 



Although Arima is 
devastated, you can get 
a lot of information. 



Return to Paseo and 
meet Rudo. 


sword and a steel bar for Nei. 
Return to your home in Paseo 
by Teleport Station. There you 
find your friend, Rudo. Now, 
the three of vou continue the 
journey. Yt)ur bntties against I he 
enemy will increase. 



When three fight, you 
suffer less damage. 



f) 





























HURE 


The dungeon 
at Shure is 
difficult. 





Leave Arima and continue northeast. You see Shun near the 
beach. Shure is a four-level dungeon. 

As you go higher, the power of your enemies becomes 
stronger. 


Follow the map carefully 
when you enter Shure. It's 
easy to get lost! Return by the 
same route to get back to the 
ground. Use the Esc a pipe 
which you bought at the tool 
shop in Paseo to return to the 
outside at once. Since you 
are still inexperienced, you 
must carry Monomate and 
Dim ale for healing and an 
capipc. 



Find a small Key 10 open 
the locked boxes. 
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St 

LEVEL 


itarns to be Jourjd on this l&ve - 

MONOMATE DYNAMITE (2) 

150 MST 40 MST 



Turning right on the first level leads to a dead end. So, 
go left. Take the long way around to the tell to gel up to 
the second level. 


lisrns bif round on inis laval 



Hints tor this level 


Read the map carefully to find the chute to get up to the 
third level. 
































































































































3 rd 

LE 


LEVEL 


j?=?fr iv f ! ■■ ■ rr II I'WM 

HEADGEAR 
20 MST 



Hints for this level 



opponent will appear. 









































































































































OWE R OF 
NIDO^H 


The Tower of Nido is o 
three-level dungeon. 
You will meet very 
powerful enemies 
\ >ef ore fin di ng Teim. 




4 


Find Teim in the 
Tower of Nido. 


Use dynamite to break through the entrance to the Tower 
of Nido. Although the Tower is only three levels high, it is 
more difficult than the dungeon of Shore. Do not overesti- 



A strong opponem will 
give you a lot of trouble. 


mate yourself. I lone your skills 
through the fights against the 
weaker enemies on the first level. 
Of course, you will need your 
medical supplies and an Fs- 
capipe. 

Follow the map carefully when 
proceed mg through the dungeon 
or you may be eliminated by a 
stronger opponent. 

Take special care on the third 
level since the enemy is very 
powerful 
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Hints for this level 


When you enter Nido, the passage divides to the left and 
right. The left leads to <1 dead end. Turn right to go up to 
the third level to saveTeim. Take the chute at the central 

end* ___ — -- 




Hints for this level _ 

ftfe pllfifillRt'lj dlVldf drtCL. ,1 ITl-m: I .ft llu- Tltliir Jit lull I 

Tctm. t'irat go tu itu- chute ut Ik 1 left of the lirsi level 
I’hert, jimreed it? ik second Bjjtjl third levels. Sallow 
the map cort‘its11y Mid gn *» center ui tl-c tfc&d Mmi 
whmyyou wiJI find stttmger opposition. _ 


Items lo be found 
on inis ifevai 

100 MSI 
DIMATE 
20MST 


14 

































































































































































Go back ,:md forth between the levels 
in the dungeon to reach Teim. 


I> --i 11 ; r- > fo'.lfid 
or i if /I':. \l- 7^' 


TRIMATE 

60MST 


Hints for this level 


Can you overcome the enemy and 
save Teim? 


Very strong opponents are en¬ 
countered on the 3rd level. You 
must beat them to save Teim, 

Teim will tell you that a man 
named Durum at the North 
Bridge is her father. She will as I 
you to take her to the North 
Bridge to see him* 

If you save Teim without 
I encountering the enemy, use the 

Escapipe immediately and return to the outside. Probably, 
you are badly hurt. 

Go straight to the hospital in town lor treatment. Then, see 
Datum at the North Bridge. 



At last, you meet Teim 
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Your journey expands when you 
cross this bridge. 

You saved Teim to cross 
this bridge* Now your 
journey will grow after 
crossing the bridge. 

However, Darum, 

TeinVs father, is on the 
bridge. 

You are surprised when 
they meet. Their sad 
story awaits you. 


Reunion of 
Darum and Teim. 


ORTH 

BRIDGE 


What will happen 
when Teim meets 
her father. Darum? 


in 







































Bapons 






' 






i. there are three of you. You 
Twill have more companions 
tat er 

Xheck every ijody s weapons and 

,£i))S. * ^ Ku a A 


'our situation just 
110 w 


! in?! Rolf, thefajjent, must 
| have a sword to light with* 
f low about Nei? Have her 
buy two steel bars at the 
armorer's shop in Arima. 
Nei should have a steel bar 
hi each hand so she can 
ihack t wice 

A shotgun is recommended 
Jol Kudo. 

As you replace the protec¬ 
tive gear from now on, 
don't buy and sell often. 


Also, use the protective gear 
acquired in the dungeons 
carefully* 

AI ways carry your mod icnl 
supplies. Take as much as you 
can carry. Also, take a 
l elepipc and an Eseapipe. 


UM. t * 

+ a % * \ % 

3 Ju 
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PUTA 

TOWN 


Oputa is the first town 
you come to after 

crossing the bridge. 


What does Ustvesfia 
the Musik Technique 


u 



You find many new items at the 
a rmorer's shop and the protective 
gear store in Oputa. 

\ ou will be better protected by the 
items you acquire in this town. The 
most important matter here, how¬ 
ever, is lo go to Ustvestia's home. 

Ustvesiia will ask you many ques¬ 
tions. Answer his questions well, and 
he will tell you about the Musik 
technique. You need money to learn 
this technique. The price is different 
for males and females. 

You will discover the purpose ol 
leaming the Musik technique Nei’s skills will 

through later adventures. improve rapidly. 




BUILDINGS IN OPUTA 


• TELEPORT STATION • CONTROL TOWER 

• DATA MEMORY • HOSPITAL 

• CLONE UBS • MUSIC HOUSE 



TOOL SHOP 


MONOMATS 

DIMATE 

ANTIDOTE 

telepipe 

ESCAPfPE 


20 

Ml 

10 

130 

70 


m- 

m 


ARMORER $ STORE 


Scalpel wo 

0IVRAM BAR 1200 
SWQRO 1200 

CERAM KNIFE 2000 
SHOTGUN boo 

5lfc£NT SHOT 920 


protective gear 
STO RE_ 

I mn GEAR 430 

SIL RIBBON 300 

FIBER COAT 300 

FIBER CAPS 420 

FIBER SHIELD 1200 
FIBER VESf 200 



Ik 
























































BUILDINGS IN OPTA 



Net’s skill will become 
belter lhan the others. 
You must continue 
onward, and not worry. 

I "hiring the trip, Nei's skill 
will become better than the 
others. You must continue 
onward, and not worry. 
Remember, Nei is becoming 
stronger. 


MM M* A 

i| dB & 1 





L, 




Your fourth companion appears. 


Kctum to Pasco by Teleport Station 
after getting the information and 
buying your supplies in Oputa. 

Vour companions will visit your home 
m Pasea The fourth is Amy. 



Amy is a female medical doctor and knows techniques that wilt 
restore your physical strength. 
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You have arrived 
at the Biosystems 
Lab. 


The Biosystems Lab is 
the third dungeon. 

I lu- Biosystems Lab lias three levels above ground and 


two basemen I levels. 


The Recorder is on the 1st basement level. 



The passage an the first level of the Biosystrms Lab 
divides to the left and right at [ he entrance, i he right 
passage is a dead-end r so turn lelt. There is no container 
holding items on the first level. 

Chutes to the second level are found al three locations. 
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nd 

LEVEL 


Itofirck; be found 
on Ihfe levy! 

ANTIDOTE 
STAR MIST 
SCALPEL 




Hints for this level 


Your way to the first basement is 
determined by the chute you 
i boose. Follow your map carefully. 
The second level is more compli¬ 
cated than the first level. Ho to the 
third level through the chute at the 
right of the second level. Powerful 
opponents await you on the third 
level Take care of your physical 
condition. 
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Hints for this level 

-- —---- . -- - 

You will suffer from lhe attack of 
strong enemies if your compan¬ 
ions come U> the third level with 
weak bodies. Blaster, arid Jelly 
will ma ke your friends sleep or 
atta ck yt>u vigorousIy, 

Co to Lhe basement through the 
center of the tliird level First, 
however, obtain Dynamite from 
the container on the third level 
You will need Dynamite to get to 
lhe center ol the third level. 


I i ' C' * - ■ i i ii i : 

>' M I ■ ■ 


DYNAMITE 


You will suffer from 
the attack by 
Blaster 


You must destroy the 
central door on the 
third level with 
Dynamite to reach 
the basement. 






























































4 th 

LEVEL 


1 1 ,.-r m j vj by found 
on rinis leva) 

POISON SHOT 
ANTIDOTE 

trimate 



Hints for Ih is lev©J__ 

A Damage Zone is located in 
the first basement level. Go 
carefully when walking 
through there. 

Powerful enemies await. You 
shot i Id carry VI on omateam i 
Dimate to recover you r 
strength. 

Leave the Riosyslems Lab 
immediately after getting the 
Recorder. 



Watcli out for I he damage 



&2h'\L% 































































































ASEO 

TOWN 


The Commander of 
Paseo gives you 
your next task. 


Give the Recorder to the 
Commander of Paseo. 




ifiww •* - yin *0 i hi.- i ► i 
.i-ih Rujf h ; i n i 

Iti i i-. u j* ■. , i Cani^ #ht?n 
j I : '-.i I'd MlaoU 1 - ,- iiji- 


Hugh is your fifth companion. 


i he Commander orders you to 
go to the Library when you 
arrive at the Central Tower. 
When you arrive at the Library, 
someone there tells you the 
cause of the abnormality at the 
Biosystems l ib. She will give 
you a Keytube to hdp you cross 
the Zema Bridge. 

You wii] face a new stage when 
crossing the Zema Bridge, 

When you return home, your 
fifth companion, Hugh, will 
visit you. lie is a biologist. 


You have obtained the 
Keytube. 
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Insert the Keytube 
at the Zerrta Bridge 
lo open the door* 


What awaits you after the 


Zema Bridge? 


Use lhe Keytube you received 
.it the Library and the door 
will open automatically. 

Now, the going gets tougher, 
What awaits you? 


Use the Keytube to open 
the door. 
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EMA 

TOWN 


■n._ 




Zema is the 
break-point of 
your trip. 





In Zema, you hear 


about Roron. 

You hear of a resor! town on a 
lake, although the suburbs of 
Zema are on dry and rough 
terrain. 

What going on? 

The items sold at the 
armorer's shop and protective 
gear store in Zema are 
expensive, but they are all 
necessary for your journey. 



Buy the items at the 
armorer's store and 
protective gear shop in 
Zema 


We recommend you buy a ceram. swrd, laser knife, and 


cannon 
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BUILDINGS IN ZEMA 





















































When you arrive in town, ask 
llie people ior information. 
They will tell you about 
R or oil 

Roron seems to be a peninsula 
to the south of Zema. 

I rom now on, Zenia is an 
important town for your 
journey. Zema is the break¬ 
point between Ktieri, Plata, 
and Roron. You should try to 
conserve your energy in ZenuL 



The townspeople will 
tell you about Roron. 


BUILDINGS IN ZEMA 

• DATA MEMORY • TELEPORT STATION, 

• CONTROL TOWER • CLONE LABS 

• HOSPITAL 


TOOL SHOP 


MO NOMA TF: ?0 

DIMAT E m 

AN F I DOT E 10 

ThLEPlPE 130 

f-SOAPlPi' 70 


ARMORER'S STORE 


WHIP MOO 

CfRAM SWRD flaOO 

sLashfr mod 

LASER KNIFE 4400 

CANNON 2?0D 

FQ1SON-5H0T 1700 


PROTECTIVE GEAR 
STORE 


TlTANJGEAR 1400 
MTANIMET 3700 
LASER SHOES 240 . 
LASER ROOTS 1000 
FIBER I Mfcl. T360 
MIR SHU Ltl 4800 




l 


J 
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ORON 


Can you get a jet 
scooter from the e a 
M otavian in Roron? U i 


Something sinister 
awaits you in Roron. 

Walk to Roron from 
Zema. 

Roron is situated on a 
peninsula along a beach 
to the sou Lheast of Zema 
The building on this 
peninsula is the garbage 
dump for Roron. The 
Motavian living at the 
dump will give you a jet 



RororTs garbage 
dump is at Ihe tip of 
the peninsula 


scooter. 

There is a dungeon for 
co mb us tib le ga rbage a nd 
a dungeon for non- 
com bustib le garbage a t 
the dump. Your oppo¬ 
nents become stronger as 
you go further into the 
basement. 



When you enter the 
dump, walk 
carefully. 


































lor this level 


Check the I wo dungeons in 
Koron. 

The dungeon at the bottom 
is the one you want, 

Tiie first level is very 

w 

narrow. 



Take the shortest route in the second basement level to 
avoid powerful enemies. 

Each of the two dungeons' first basement levels lias a 
container. Watch out, these containers may hold un¬ 
pleasant surprises! 




























































































































Hints tor this level 


Be careful with The 
things the Molavian 
gives you. 


The second basement level is 
not so difficult. 

However, the container you 
find may havean item you seek 
- or it may have garbage, so be 
careful. 

Follow the map carefully when 
you descend to the second 
basement level by the chute 


Items Jo be found 
oil this level 


CERAM BAR 

































































































B3rd 

LEVEL 


At last, you 
have a jet 
scooter! 


After hearing 
of the jet 
scooter from 
the Motaviam 
leave the 
garbage 
dump. There 
may be a jet 
scooter on 
the beach. 


Hints tor this level 


IE vou talk to the Motavians 
in the third basement level 
they will tell you of a jet 
scooter. The dungeon where 
you hear of the jel scooter is 
ft >r non r ct > m hi isti b le 
garbage. 

Also, the third basement 
level in Roron is not difficult, 
hut watch out for powerful 
enemies. 







































































































































After learning about 
the sea, visit the 
Professor’s home. 


Kueri is a town full of brand 
new information. 


It s a long way from Zema to 
Kueri. 

Yon wifi meet strong enemies 
the way to Kueri, but the infor¬ 
mation you obtain there is very 
important. 

You will get some very useful 
information for your adventure 
at sea by jet scooter* The most 
important thing to do in this 
town is to find the Professor's 

home. He studies a subject lhatyou must know about lor 
your sea ad venture* 


Whal does the 
professor study? 


BUILDINGS IN KUERI 


UERI 

TOWN 


• HOSPITAL • CLONE LAB 

• TELEPORT STATION • DATA MEMORY 

• CONTROL TOWE R •PROFESSOR'S HOM E 


PROTECTIVE GEAR 
STORE 


TOOL SHOP 


MONO'MATE 30 

DIMATF GO 

TFUMAtE fW 

TELEPIPE 130 

ESC API PE .70 

\ AM J IpO 11: 10 


ARMORER'S STORE 


BOOMEFtAfjjh 400 

I ASP 3LSHH 6700 
LASH CAR 3100 
ACIDSHOT 4El|^ 

sjlentshqt &0 

LASER SHOT 6200 


. * 1 * NM ARMufl 5600 
! M'NMCAPt 6300 
■ ITNMCHEBl 5400 
I KM JF£ BOOTS 4200 

* MIFI EMEL Sim 
I Cl'R SlilE] D 8300 
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! he Marnera 1 ,ea/ seems to be the material that 
enables you to dive in the sen. It must be somewhere 
or Uzo Island where you are going to visit. 














































































I AT A 
TOWN 


We recommend you 
ride a jet scooter 
when visiting Piata. 


A very powerful weapon is sold 
in Piata. 


Your opponents on 
Uzo Island are very 
strong, so gel the 
powerful weapon and 
protective gear in 
Piata, 

Piata is located 
southeast of Zema* Use 
the jet scooter to go to 
Piata* 

Ik* careful, there are 
many strong enemies 
at sea. 


HOSPITAL 

TELEPORT STATION 
CONTROL TOWER 


1 ' - 

TOO! SHOP 


1 

I- 

ARMORER'S STORE 

MOWOMATF: 

SO 

LASR SWRD 

5400 

PIMATE 

60 

LASfi BAR 

311W 

irimAte 

ieo 

ACfl IS HOT 

4S00 

FELEPIPE 

130 


VULCAN 

12600 

ESCARijPE 

70 

LASER SHOT 

6200 

HiDAPtre 

200 

l$R CANNON 

20000 



BUILDINGS IN PIATA 


* SC CROWN 470 
^ JWL RIBBON 4700 
■ CRMC ARMOR 11700 
; CRMGCAPE 12400 

* CRMC CHEST iOOQQ 
- LONG BOOTS 6000 






































i he weapons and 
I protective gear sold 
M the armorer's shop 
H iu I protective gear 
*hopare very 
i powerful and very 
expensive, but will 
he a great help to 
you. 

We recommend you 
gel n Lasr.swrd, 

I iasr bar/Adds!yot, 
and Lsr.cannon. The 
i rmc.armor/' 
t rme,cape and 
CtTnc. chest^ili give 
you excellent protec¬ 
tion. 





The items at the armorer's 
shop and protective gear 
shop are very expensive. 



Remember the three 
Centro) Towers. 
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U Island 


Despite the small 
size of Uzo Island, 
its dungeon is 
quite large. 




Look for Uzo Island on the jet 
scooter. 
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I J/.u Island is located at the east 
i nti on the map of Mota, Search 
1 1i.i l area on the jet scooter, 
tv member that the enemies at 
hva are very persistent and 
strong, 



Now tor your sea 
adventured 



.17 







































































































































































There is a fake island of Uzo. 
i here are two identical islands 
at sea, one north and one south. 
The real island is the northern 
one. 

Disembark on the Island, Enter 
the mountains from the right 
.side of the island as shown in 
the photograph at the right. 
Beware, many strong enemies 
will appear. 

Check the map carefully and 
find the Maruem Leaf. There are 
many imitations of the Maruera 
Leaf, 


[s^X 




D 




&:sr : 


Enter the mountain 
through here 








































































I^u^m 


TOWN 


You can dive 
iniQ the sea with 
Maruera Gum, 



/ 1 1 




f i LI 


tj-i,_lj 


U"jj! 

i,— 


ejT 

_T 


x 

i 


lake the Maruera Leaf to 
Professor 5 s home. 


11 you are badly injured by the 
lime you find the Maruera 
I r,if, use the Escapipe and 
lclepipe to return to town 
■ pjickly. Then, take the 

1 Maruera Leaf to the Professor 
in Kueri, 

he Professor wall make 
Maruera Cum. However, the 
Maruera Gum can only he 
iised at certain places, 



Go underwater by 
using the Gum, 
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The dungeon of 
Climatrol is the 
largest dungeon 
you have yet seen 


You find Climatrol when you go due 
south of Uzo Island. 

Look carefully for where the 
water changes* color You will 
find this place by going due 
south from U so Island, 

Then, use the Maruera Gum to 
go underwater. . 

Go through the underwater A clue to finding I he 

i- entrance to Climatrol tsi 

passage to find i Innatml m the ,j 2Q ,,. ir|nd 

interior, 



Watch cut lor the 
strong enemies at sea! 


You must take at least these 
items to Climatrol: 


as much Trimate as possible, a Telepipe, and a 
Hidapipe. 



















































Moor the jet scooter in the place 
where the water color changes. 
Use Maruera Gum and dive to 
the underwater dungeon. 

You can use Maruera Gutn as 
many times as you need. 


j{ you use Maruera 
Gum,.., 



The underwater dungeon is the 
only route toClimatrol. I he 
orange area is the damage zone. 
Do not waste your energy be¬ 
fore the adventure. 


T\m orange area is 
the damage zone 
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St 

LEVEL 


Mints for this level 


The firsl level of Clima- 
trol looks like an ordinary 
passage. You can go up 
easily. 


2 nd 
LEVEL 


Hints for this level 


There is 
nothing at all 




iCjl 

on Ihis level. 


1A1 


■ . 

. M 

r ® 


h i 





_ 



The second level is 
even easier to pass. 


Jj^rrjs ro bs found on this <l®vs$ 


JWL RIBBON 


Hints for this level 



Be careful on the third level as there is 
a pitfall at the center. There is also a 
treasure chest. 





E2 






th 

Items to b® found on flhfe j«v$] 

4 

LEVEL 

FIBER VEST 



Hints for this level 


There is a pitfall and a treasure chest 
on the fourth level. Your opponents 
are also stronger. 
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5 th 

^ LEVEL 


Hints for this level 


1 he fifth level is wider. There 
dre eight chutes going up. 
Your success in reaching the 
eighth level depends upon 
n Inch chute you choose. The 
unique structure of the 
( lima trot dungeon becomes 
ipparenton this level. Check 
lhe map to see which way to 



Which chute do 
you use to go up? 
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th 

LEVEL 


Items 'V.J b-J fOUM'l W1 this 


SIL RIBBON 


KNIFE BOOTS 


[ Hints for this leve| 


The seventh level is the most difficult 
one in ClimatroL 

T he key to finding your way on t he 
seventh level is which chute you 
choose on the sixth level, because 
there are a lot of chutes in ClimatroL 
You must reach the center of the 
sixlh level after using the chute 
several times between the sixth and 
seventh levels. There are two 
containers on the sixth level. Don't 
get lost before reaching them. 


Which chute will 
you choose? 





It's a long way lo the 
container. 
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th 

LEVEL 


\\ afh- io PjUTid on !h& 1***1 

LASR 

BAR CERAM BAR 

f“ 

m p ~ Mi l r 

- 

n — =-n 




Hints to» this level 


The seventh level is divided by 
pipes. 

Although you can see It, it is a very „ 
long way to your destination! 

There are three containers in the 
seventh level. 

However, each route is very hard to 
follow. 

Powerful enemies such as Flarew If, 
Catfang, and Forest await on the 
seventh level. 

You had better use the medicine 
and techniques to recover from 
your injuries at the hands ol your 
enemies. 






Sr 


The maze is very 
complicated 



* fft 



Your enemies 
are very strong 
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H th 

| Hints for this level [ 

— 11 - A 

® LEVEL 



A girl waits (or you at the 
center of the eighth level. 
She knows the maze and 
the secret of China troJ. 
One of your pu rposes a I 
Climatroi is to meet this 
girl 

Who is she? 



When you reach the 
center of the eighth 
floor . 
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1 

I ■ 


ou will see a tragic fight between 
lei and Neifirst. 


Nei knows this girl well, 
'.he is called Neifirst. She 
Is part of the secret of Cli- 
tnalrol and you will learn 
a sad destiny here. What 
is it? 


Neifirst is the strongest 
enemy you Haws yet met. 























































































You will be chased 
by the Government 
from now on. 


Return to Paseo. A new adventure 
awaits you. 

When yon return lo Faseo after 
defeatingNeifirst, you Learn that 
you are wanted by the 
Government as the criminal 
who put Mother Brain out of 
order, 

Your next task is to find the 
cards which open the four 
dams. They seem to be hidden 
in a Control Tower, The Control 
l owers in Piata are suspicious. 

Hie townspeople will not easily 
give you information, but you 
must obtain it. AJso, ask for 
information at the Library, 


Nei cannot be recovered 
even at the Clone Labs. 


When you defeat 
Neifirst, your enemies 
turn into robols. 


ASEO 

TOWN 



Your next goal is to find 
thefoui cards lo open 
the dams. 

















































ONTROL 

TOWER 


Go into the Control 
i ower and find the 
lour cards. 


One of the three Control Towers in Piata 


It linked to the underground dungeon. 


I'hiTC a re Gmlr*>1 Towers 1 11 

I hr MJVen (-owns of Motd. A 
[Mssage linked to Liu? 
underground dungeon is 
located in one of the Control 
!'t wers. 

i heck out the lliree Control 
towers in Piata and you will 
lind the passage to the 

II nd ergrou nd 1 1 u n get. >n. 

lie member, your enemies a re 
.ill robots now. 



When ex am mi ng the 
three Control Towers, 
you find one which you 
can enter. 
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st 

LEVEL 


Hints for this level 


There are plenty of dilutes at the 
first level of the Control Tower. 

Look carefully at the place on the second level where the 
chute arrives from the first level, 

You must go to the center of the second level in this dun- 
Econ. Be careful of which chute you use to get to the 
* ^er of the second level. 


The key in this dungeon is to use a number of chutes 
carefully between the first and second levels. Once you 
reach the seventh lower chute from the left, your 
destination is closer. 


D 

You will be surprised at 
the number of chutes. 


M r ' !f% m -.M‘> 1 ha m M 
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When you defeat NeilFirst, your 
enemies turn to robots from 
Biomonsters. 

Vi jut companions should also be 
changed so thatyou can combat 

the robots. 

You now have seven companions after defeating Neifirst 
We recommend Rolf, kudo, Kain, and Anna. 

Your task will be hard if the levels of Kain and Anna are 

low, so we would advise you to improve their levels at an 
early stage. 
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outfits 

net medical supplies. 


our companions 

v ii 


A LASR.SLSHR 
allows a double- 
i !ed attack. 


Only use 
lecbniqtie al the 
right occasion 


The hardest places on your trip cm 
Mota are the Green, Red, Blue, and 
Yellow Dams. Your opponents at the 
dams are stronger than the Biomon¬ 
sters, Co to the hospital and recover 
your strength before leaving for Line 
dams. Take as much Trimale as 
possible. Hugh and Anna can make a 
double-fisted attack if they have a 
weapon in each hand It would be a 
good idea to give a LASR. SWRD to 
Rolf, a LSR. CANNON to Rudo,a 
LASER KNIFE or LASER SHOT to 
I I ugh, and a LASR, SL5HR to Anna. 
Give them highly protective outfits. 

AI lack mainly with Lhe weapons and 
only use Technique when it is sure to 
be effective. 


lien Shir’s level reaches 10, 
tke her to the baggage room in 
le Central Tower of Paseo. 


Shir is a thief. Include her in your cum- 
|i,mums and go shopping in town. Shir 
suddenly disappears and you find her at 
your home. She a I ways returns with 
something, but the things she steals are 
different depending upon her level. Take 
her to the baggage room of the Central 
Tower in Paseo when her level reaches 
101 She steals a Visiphonc* which you can 
use tu save your game anywhere. The 
Visiphonc cannot lx* bought, it can only 
be stolen by Shir in Paseo. IL is a very 
■convenient item for your adventure at 
the dams. 



Slur disappears 
suddenly, and returns 
with something. 
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The first dam 
you tackle is the 
Red Dam. 


1 


— r i 

1 

fB? 



It is the easiest dam of th 
four. 

The nearest town to the Red Dam is Zema. Enter the Red 
Dam through the inlet of Roron. The Red Dam is three 
levels high. The main computer, which is your destination, 

is located in the center of the 
second level. 

Be careful of Whistle which 
you meet often before 
reaching the Red Dam, 


4 jfi & ,4 
.4. 


You meet 
Whistle chen 
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st 

LEVEL 


UnlortunaLely; ther" — 
container on the lirst 


Hints for this level 


I he first level is 
divided into three 
blocks. Each block is 
small, but you must 
make many trips 
between the lirst 
mid third levels to 
i ' ‘ t u s h your destina¬ 
tion. 


3 ? 






























































































2 


nd 

LEVEL 


Hints for this level 


The first level is located at 
the breakpoint between the 
first basement level and 
ground level. 

Watch the three blocks 
carefully Lu make trips 
between the firs! basement 
level and the two ground 

levels. 



The Sword ol Anp is 
a weapon for Rolf. 


The first basement level 
di\ ides to the left and 
right. The right and left 
sides are identical Don't 
get lost I 

) here a re seven chutes on 
the first basement level. 
Use the eliutes careMilly 
and gel the Swd of Ang. 



When you get the 
weapon, equip it 
immediately., 








































































3 rd 

LEVEL 


[term to foijral o n thbj^y^l 

FIRE SLASHR 
FIRE STAFF 


f Hints tor this level 

The Swd of Ang is in a 
container on the first 
basement level. However, 
the dungeon is divided into 
three blocks. So, follow 
carefully to arrive at the 
container with the Swd of 
Ang. 

The second level is divided 
by pitfalls as well as walls. 
The key here is how you 
reach the computer at the 
center of the Red Dam. 
Check the locations of the 
chutes, 

Two items are hidden 
in a container on the 
second floor; a Fire Sis hr 
for Anna and a Fire Staff 
for Amy, They can also 
be used for purposes 
other than weapons. 
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Y 


ELLOW 

DAM 


The Yellow Dam has 
four levels. 





The Yellow Dam is closer t 
Kueri. 


Jt is closer lor you to 
reach (he Yellow Dam 
f rom Kueri. 

I he Yd tow Dam has 
four levels The main 
computer, which is 
your destination, is 
located at the center of 
the third level. 

Check the map 
caret nil v before 
proceeding because 
Mti * i Yellow Dam is 
more complicated 



Be careful when using 
a chute 


than the Red Dam. 
















































































St 

LEVEL 


Hints to* this level 


d 


The key on the firsL level is how you 
can reach the center. 

Use the two vertical chutes in the 
right side. 
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Ljl 
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IJt, 
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[ma- 3 


nd 

LEVEL 

3i&ffis to be found on this J&v^l 

2 

ESCAPIPE 

5Af' i7=T 


1 


k Xj 


i 

— 


. 4 

w i / 



\ Hints for this le vel 


Take an Escapipe from tin- container on (lie second 
level. Check the map carefully to proceed through 
the dam. 
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rd 

LEVEL 


I ferns i'j found on ini; feyyj 


CRYST CAPE 
CRYST CHEST 


CRYSTANISH 


Hints (or this level 

—- -— —----- T 

The main computer is located 
in the center of the third level 1 
However, only one chute 
leads there. There are three 
containers with items. Be 
careful not to get lost. Also, be 
careful - one of the chutes is a 
trap! 


Many of the chutes 
on the third level 
are dead-ends. 






























































































































































- th 

4 LEVEL 


Items to b% t found on irhrs tev ; 


AMBER ROBE 



13 ? 


f[fb 



1 

'! —Ik 

i 


B r—? 

r— 

J t 

t— 



] Hints tor this level 

The fourth level is easy and 
you cart walk around. Hie 
enemies, however, are 
strong, 

You must get an Amber 
Robe Irom the container on 
the fourth level 


The Amber Robe is 
used as a Gires 
technique when used as 
an item, 
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The rest of your 
adventure on Mota 
are the fast two 
dams. 


Of the four dams, the Blue Dam 
has the most levels. 



P0 v/erfu i en cm i es 


T he Blue Dam is a five- 
level dam and you wifi 

■r 

often get lost m here. 

A Iso, your enemies are 
stronger and it will be 
more difficult to escape 
from them. 

Try to save your 
energy u ntil you 
approach the main 
computer. 
















































































— 2 - ■ i 

cno© 


OTP* tMA'TE 
□ TF* 

D6r*«gK Crttft* 
£2£U/€ Zu&t* 

O El .-.:• ■: lifi'Q 


Hints for this level 


Powerful enemies appear 
even on the first level 
There is no container with 
items oji the 1st level 
If you are not confident 
with your physical 
Strongl h, ret u m u > town 
using a technique or an 
item. 






























































































































Minis for this level 


Get the Antidote and 
Crescegcar from the 
container in the second level 
in the Blue Dan-. Crescegcar 
has another function when 
used as an item. \ 

Go through the dam slowly 
to improve your level 
through battles with the 
enemies- 
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rd 

3 LEVEL 


Hfnts for this level 


Three items are hidden in 
containers on the third level. 
Think carefully in order to 
reach the three containers* 
You should know that the 
third level is the half-way 
point in the shortest route lor 
you to attack the Blue Dam, 


















































































































































































th 

LEVEL 


Hints for this love! 


fl :.l n , ro rj-J low ]f-i fjf) tfjj-i 


COLOR SCARF 
TRIMATE 


The main computer is located 
on the fourth level of the Blue 
Dam. However, you can't gel 
E here by ordinary methods. 
The key here is to use the 
pitfall. Your destiny depends 
upon which of the fi ve 
pitfalls you use. So, read the 


map carefully. 

A Col or scarf and Trimate, 
which you can use as items, 
arc hidden in containers on 


the fourth level. 
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Hints for this level 


Now, you are al the top level 
of the Blue Dam, S torrid Gear is 
hidden in a container on tins 
level Storm Gear functions as 
Gizan when used as an Item. 
The key on this level is to 
compare it with the fourth 
level and jump into the I. 
shaped pitfall at the maze 
center. 

You are getting close to the 
main computer, 
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It is most convenient 
to go to the Green 
Dam from Paseo. 


REEN 

DAM 


The Green Dam is your last 


destination. Something will certainly 
hoppen to you here. 


The* main computer of the Green Dam is located in the 


center oi the second level. This darn is very Large and there 
are many chutes. Remember, always know where you are! 
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4 st 

Holm to found on triisfevyl 

1 LEVEL 

AEGIS TELEPIPE 

STAR MIST 


Hints for this level 


You could get lost on the first level, depending upon 
which chute you use first. 

identify the chute connection from the first to the 
second level by the number. Then, try each one. 


so 
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nd 

LEVEL 


ifafm to b» found on fhit 


TRUTH SLVS 


GR SLEEVES 


Hint for this level 


You must use the chutes 
repetitively to reach the 
main computer. Also, use 
the exterior passages. 
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Three Army Eyes appear when you insert the card to 
the main computer at the center of the second level. 
Despite your putting up a tremendous fight, unfortu¬ 
nately, you will be captured with Army Eye Masuria 
ring and sent to Gaila- This is an important part ol 
the story. 



Sorry, you can't defeat 



yr- u 























































































































































AIR A 


What will happen 
to them in Gaira? 


Can you escape from 
being unable to fight? 

You fought against Army Eye 
at the Green Dam and were 
locked m the Gaira satellite by 
them. Army Eye took all your 
weapons, armor and other 
items. You are also bound with 
Plasma ring and cannot fight 
your enemies and can only 
escape from them. 


qu cannot fight 


Be careful in the 
damage Zone. 


Gaira while 


You are bound with 
Piasmaring and covered 
with Prsn.clths. All your 
items have been taken. 


72 















































When you look for the exit of 
Gaira, the alarm sounds* The 
Gaira orbit aims toward Palm. 
You arc saved by the space pirate, 
Tyler, when Gaira almost crashes 
into Palm and you are taken back 
to Pasco on Mota* 



Gaira aims toward 
Palm. 




Palm explodes! 


Tyler gives you 
information. 




















































































































































To your surprise, there is a space port 
in the Contra! Tow©r fn Po$©o, 


Meet the Commander of Ha sen 
who will tell you about Dezo. He 
will also tell you that a space port 
is located on the roof of the Central 
I ower No one knows what is on 
Dezo, 

Recover your strength before 
leaving for the space port. Take 
plenty of medical supplies. 


The space port is in 
the Central Tower. 


Leave Paseo for 
your second 
adventure. 


ASEO 

TOWN 


Leave tor the second 
planet, Dezo 















































ts there a key in 
solving the secret 
ot Mother Brain 


on Dezo? 


Your adventure starts at Skure* 
a space port on Dezo. _ 


Skure, Dezo's space port, is 
n 3-level dungeon with one 
ground level and two 
underground levels. I he 
exit of the dungeon is 
linked to the ground. 

You must find the exit of 
Skure Space Port so go to 
town. 1 lowever, there are 
monsters including a 
robots in the Skure Space 
Port Also, a secret lies in 
the Skure Space Port. 



Enemies awai! 
you when you exit 
Skure Space 
Pori. 



First, it you are 
injured, you must 
return to Paseo. 
































































Tlie Skure Space Port is 
located in the centra] lake. 
Passages stretch from it to all 
destinations on Dezo. 

There are only three towns, 
hut there are dungeons; 
Menobe, Guaron, Naval, 
Ikuto, and Crevice. There is 
also an Esper Mansion in 
Aipfatin. You will have many 
adventures in these towns and 
in tile dungeons on Dezo. 
Check your map carefully 
before starting your journey. 
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Hints for thk level 

Remember lhat the 
dungeon starts from the 
firsl level of the Skure 
space port a mi stretches 
to I he ground. 


Robots and new 
enemies live on 
Dezo. 







































































































B1 

St 

1 LEVEL 

Itr-.TIS ti 

o he found 


$ level 


MAGIC CAP 
GARDA BOOTS 
6400 MST 
8600 MST 
12000 MST 







Hints lot this level__ _ _ _ 

Roach the ground through the first basement level. 
There is a container on this level. 

Remember that the Skure Space Port starts Irom the Iirsl 
level and stretches to the ground, 




nd 

LEVEL 


items to to* found 

onlN* tovwt 

MAGIC CAP 
MOGICCAP 
18000 MST 
5600 MST 
15000 MST 
7600 MST 


| Hints tot this le vel _ _ __ 

You must go to the second basement level to 
ground. 
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Wear a mogic cap 
when asking for 
information in town. 


The first town on 
Dezo is Zosa. 



on Dezo. 


If you wear the magic cap, the people on Dezo will only tell 
you lies. Also, the price of items in the shops is differen t 
when you are wearing 
the magic cap. 



i he price of items doubJes if you go 
into a shop with the magic cap on. 


BUILDINGS IN ZOSA 


TELEPORT STATION 
DATA MEMORY 
CLONE LABS 


HOSPITAL 


TOOL SHOP 


DIMATE 
HI DA I 'I I'E 


60 

2 fi 0 


Amom s sroj?E 






BOOMERANG 480 
CERAM SWORD 3200 
UAQ|v MACE 10800 
AC SLASHR 24QQQ 

acidshoi mi) 

PULSEVLCN 48000 


PROTECTIVE GE Ajf 
STORE 


I ACOWMET 
tAOONlNlBH 
LACOMCAF I - 
L.0NG BOOTS 
SHU^EBCOTB 
LACONEMEL 


39 &G 0 

35000 

36000 

oeoQ 
7500 
12000 
















































































Do not take Shir to Dezo. 


You must return to Paseo on 
Mota if Shir steals from a shop 
on Dezo, 



Return to Paseo or 
Mota if Shir steals on 
Dezo. 
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UKBA 

TOWN 


Aukba is the most 
important town on 


Ask for information a 
Aukba. 




The townspeople wilt 
tell you about the 
secret of the Crevice 


Ask the townspeople for information immediately upon 
arriving at Aukba, They will tell you the story of the Crevice 
a nd tlie lisper Mansion in A Iplatin. Wear the mogic cap to 
get information. 


BUILDING IN AUKBA 


►TELEPORT STATION 
DATAMEMORY 


* CLONE LABS 

• HOSPITAL 


TOOL SHOP 


Sssr a 

rSte-- „ 


• * 


ARMORER'S STORE 


c 6 ram swrd 






*■> 


■ l/^ERKNirE, 44 & * 

: lacim mase isetoi - 

; AO SLASHR p,r, R0 ; 

; LASER SHOT $200 ; 
; PLS'CANHOti 33600 • 

pW#! ■ SKT Jf ' •, a. 


, 


I.ACONIG5A* mm 
LACONCAPG 3-6O0Q - 

Hamoals m 

HIFI2ABO0TS 3#0y 
CER LMEL 0700® 

l AC SHIELD 13000 



































































The weapons sold at a weap¬ 
ons shop and armorer's shop 
on Dezo arc very powerful 
and efficient I lowever, they 
are very expensive, so be 
careful when buying them. 
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YUON 

TOWN 


li is best to make 
Ryuon your centra* 
point for your 
adventure on Dezo. 




f uon i: 


me 



on Dezo. 


Ryuon is the Last ot the three towns on 

Dezo, 

it would be best if you made Ryuon 
t he central point for your adventure 
because Trimate can only be obtained 
at a tool shop in Ryuon, 




Buy plenty of 
Trimate at the too! 
shop in Ryuon 




















































buildings in ryuon 


teleport station 

,DATA MEMORY 


TRIMATE 

ESCAFIPE 


ISO 

70 


CLONE LABS 

hospital 



* 


j V 

PftOTiCTIVE GEAR 

TOOL SHOP 

■ 

• 

ARMORER'S STORE 

« 

* 

* 

STORE 


KW1LC 100 

LASfR 5L5H& &700 

lAC DAGGER 18400 
LAC SWORD 2£O0Q 
VULCAN 12600 

LSR CANNON 20000 


RIBBON 00 

LAGDNINISH 3S0Q0 
LAC'ONCHLST 2SQDD 
GARDABOOTS 12400 
LACON B*|L 12000 
LAC BHir-l D 13000 


J 


The information from the 
people of Ryuon is not very 
useful. However, three 
armors made of Laconia are 
sold at a shop in this town. 
Also, ii is convenient 
because Trimate is sold at a 
too) shop. 



Buy the armor made of 
Laconia, despite its high 
price 



BUILDINGS IN RYUON 
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Where does the Crevice 
connect to? 


Go through IheCrevice to reach the Esper Mansion in 
Alplatm 

Take a good look at the Crevice near Aukba. You see wave 
rin^s spreading. Enter there to enter the Crevice , 




Enter the wave rings to enter Ihe Crevice 













































B1 LEVEL 


In the Crevice, several chutes 
go up lo the ground. \ low- 
ever, only one chute goes to 
Lire Esper Mansion. 

Use the chu tes on the first 
basement level to reach the 
maze which is connected to 
the Esper Mansion. 

Watch out for pitfalls. 


Hints for this 
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2 nd 
LEVEL 


There are seven chutes in the dungeon on the second 
basement level in the Crevice. You will reach Alpiatin 
depending upon which chute you choose. 

Your opponents on this level are very powerful. We 
suggest you return to town and recover your strength 
rather than fighting enemies who will drain your energy - 


Many enemies who are unique 
to Dezo appear in the Crevice 
















































































































Hints for Ihis levef 



You have finally reached 


Once you arrive ai the third 
basement level, you can 
easily reach the ground 
where the Esper Mansion 
is located in Alplatin. 
However, after reaching 
I he ground, it is still a long 
journey to the Esper 
Mansion. We hope you 
have not drained your 
strength. 


your goal Alplaiinl 



89 






















































































SPER 

MANSION 


At this point your 
adventure becomes 
more difficult. 


What awaited you at the 
Esper Mansion? 



Mosl people gel lost on Dezo as 
they don't know about the Crevice 
and Esper Mansion. 

^ ou r ad venture carmot pri )ceed 
without the item which you 
should receive from someone at 
the Esper Mansion. 

I 7 ass through Ihe C revice to get to 
the Esper Mansion. 

Someone a waits you, 

■r 



Pass through the 
Crevice and enter the 
Esper Mansion, 



Someone awaits you 
in the Esper 
Mansion. Enter the 
basement of this 
buifding. 


no 




























Awakened from a long sleep. 
Lutz gives you an item. 


The one who has been sleeping in 
the basement is I Ait/ with the Esper 
power. 

He escaped from the Esper hunting 
by Mother Brain and has been 
waiting for warriors w ho are 
against Mot her Brain. 

I Aity. tells you about the items 
hidden in the four dungeons which 
you will visit later, the secret of 
Dezo, and the destiny of the Agent. 
Lutz then gives you the Prism. 




Lutz awakens from 
a long sleep. 


The secret of Dezo which Lutz tells you is very important 
information for you. 


What Is the 
secret of the 
Prism? 

With the Prism l utz gives 
you, you can see what you 
could not see before and 
your adventure expands. 
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Menobe is a 
dungeon near 
Aukba. 




Use the prism Lutz gave 


you. 


Using the prism, you can finally 
see the geography of Dezo. Your 
adventure expands with the 
prism. You will find four dun¬ 
geons - a nd each one is unique! 
Remember, attack is difficult 
unless you read the map care- 
fully. The tirst dungeon is 
Menobe. 



Two items of Nei 
are hidden in 
Menobe 


To those who sold the items 
obtained at the Dams. 

Some may have sold the items obtained at the Dams 
because they are in high demand. 

These items are hidden in containers in the four dungeons. 
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Decide your companions. 


Very strong enemies 
appear in the dungeons on 
your ad venture. 

Since you will he easily 
defeated if your level is 
low, you should decide 
your companions now. 

Then, improve their indi¬ 
vidual Levels steadily. A 
way to increase their 
individual levels faster is to 
fight with fewer companions in your party, 

While tliis will make their levels increase faster, the danger 
is also much greater 



The party of Rolf, Rudo, 
Anna, and Kain would be 
ideal. 
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NEI CROWN 


Hints for this level 


Mpfri : : • lound 

f jfi this \r*v^A 


STORM GEAR 


JHintsfor this level__ 

Starting Irom your destination in reverse, check the map of the 
Iirst, third, and fourth levels carefully. The rooms at the right and 

left are connected in different directions cm the second level. 



























































































































































































































There are two containers, one contains Neimet. The dun¬ 
geon is divided into small rooms. Think carefully feft reach 
your goal Check the map carefully. 



Although it is the upper level you have not yet reached 
your final goal Trees bar your wav and a strong enemy 
awaits you. 












































































































































































UARON 


This dungeon 
challenges your 
skills from the 
beginning. 


Guaron is a 16 level 


dungeon. 


You must think how to go 
through the dungeon with 
your restricted strength, 
hollow the route in reverse 
starting from the container, 
or you will be lost. The 
route to your goal is 
determined on the first 
level. 




4 k 


* ¥ 




l £ % 
'r 


The circumference of 
the building is part ol 
the dungeon. 
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1 LEVEL 


r l: W ^ 


Homs to bm fourth on this lov#l 
laconinishS amber robe/ 
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Hints for this level 


vv w ft 

s?. 

n 


Remember that the circumference of I he butiding is | »art 
of the dungeon, or you will be lost on the first level. 


o nd 

farm to bfc found on this tevei 

2 LEVEL 

CRYSTCHEST>^ 



3 *.1 





The area is divided into two rooms on 
the second level. There is only one- 
passage for you to reach the next level. 
The third, fifth,seventh, eleventh, thir¬ 
teenth and fifteenth levels are passages 

to the upper levels. 
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4 6*10*12*14 th 

LEVEL 



These levels are passages to go up or downstairs. 
Remember which level you are on. 


QS 


\ 






















































































Jo bo found vi i H'iis level 

•-7- 

CRYSTCAPE 


There is one container holding an item. The way there is 
easy, but the enemies who await are stronger. 


Hints for this (eve! 



1 Hints for thislevel 

The container at the center 
of the ninth level contains 
Crystcape. Regard the 
others as passages to the 
upper levels. 


ii-ur rr,; to found on Mb l*w*fl 

NEI ARMOR 


the top level 
There is Neiarrrmr in 
the container on this 
level 

































































































The dungeon of Ikuto is fhe 
hardest of oil on Dezo* 


If you fall into a 
pitfall, you cannot 
go upstairs via the 
stairs. 



Most levels in Ikuto are connected 
by pitfalls. You must use the 
pitfalls to go downstairs. Remem¬ 
ber, however, in most cases you 
can use the Hinas technique or an 
Escapipe to go upstairs. 



There are pitfalls 
already on the first level, 




l m V 


IH 
5»H fpjHR 


Be careful and do not 
us© too much technique, 


-fl *!_ 

■-■■■ ■■ 

1 LEVEL 

« k 11 & 8 

. Hints for this leval j 


--—--.Li— 


There is one stair and three pitfalls on the first level. 
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T here are already 
nine pitfalls on the 
first basement level. 
You may fall to the 
bottom if you are 
not careful. 
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DAnd 

D^in 


lf*mB io Lb kjufid on this ]&v#l 
LAC DAGGER / 



iKtutifor this level 

Learn the importance of the pitfall on the second 
basement level. 

We suggest you number the pitfalls. 

* m 




Hints for this level 


□ 


Tlie third basement level is wide and you will see 
how difficult it is to reach the container 
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LAC MACE 



This level is the largest of all and it 
lias forty pitfalls. 

Think carefully to prevent failing 
through the pitfalls. There is one 
container. 



Return to town and 
recover your strength if 
you use too much 
technique. 
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B 5 LEVEL 


Items to tt$t found on Ibis ]w&l 


NEI SLASHER 
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Hints for I his level 


Two items of Nei's arc hidden on 
this fifth basement level. 

Remember by which pi tfalls vou \ 0u r °PP on Gnts are 

1 * 7 stronger, 

arrived here and confirm Lhe 

location where you fell or you will 

never reach the container you 

found. 
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th 

LEVEL 


Hints for this level _ 

There is nothing on the 
sixth basement level. You 
arrive here if yon fall into 
the wrong pitfall. 

■ - v <'? "* ■ RWtiC * s..‘~ - 

.' 1 TTTrt "iT ^ .• 

There is one stair to return 
upstairs. 
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Naval i$ a five level, 
round dungeon. 


AVAL 


You can get all the 
items of Nei in this 
dungeon. 


I ake the dungeon of Ikuto, you 
must use the pitfalls to go to 
different locations. Fall to the 
location of the container on the 
sixth level from the fifth level in 
Naval* 

Repeat going up and down to 
obtain items in the containers in 
this dungeon* 



Naval is the Iasi dungeon 
on Dezo. 
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A wall divides the first level into an internal side and an 


external side. 

There are stairs on each side Your ability to go upstairs is 
determined by these two stairs. The dungeon structure is 


simple 
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2 nd 
LEVEL 


3 rd 

LEVEL 


items t'j it<a 
ori tfits 

NEISH 
TRIMATE 
TRTH 
NEI EMEL 


miremel 


fits for this level 


All the containers in Naval are on the second level. 

However, you must go to the fifth level to reach them, 
so read the map carefully, 


Hints for this level ~ ' — 

The third level is a passage leading upstairs. Remember 

the central pi Hall and passage. Your enemies are power¬ 
ful. * 


nw 













































































































You will be injured 
by powerful 
enemies. 



Minis for this level 


□ 


The fourth level is also a passage, 

Remember that the central pitfalJ and passage are 
slightly misaligned. 



Hints for I his level 


Now, you must fall downstairs. 

Your destiny is determined depending upon which of 
the four passages you fall through. Check the floor 
maps carefully. 


you are careless, 
ou only tall to the 
rst level 
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SPER 

MANSION 

Have you obtained 
the eight items of Nei 
(such as Neislasher, 

Neimet, etc.)? 


Go to see Lutz to face 
your final battle. 



Once you get the eight items of 
Nei on Dezo, Lute will take you 
to the location called Noah. 
Noah is your final battlefield! 

I ake plenty of medical supplies. 
Star Mist, and Moon Dew. 

^ ou are advised to use Neisword 
to return to the Esper Mansion 
if you are injured at Noah. 



plenty Of Star Mist. 



Use Neisword while 
st Noah to return to 
the Esper Mansion 
ii necessary. 


no 





























N OAH 


Noah is the 
last dungeon 
in Space. 

Mother Brain awaits 
you at Noah. 



Noah is a two level dungeon. 
Read the map carefully. 

The dungeon of Noah is no I so 
d i ffi cu 1t, bu I y* >u r oppon ents a re 
strong, so check your location 
a nd the stn i r directions. 

Do not waste your energy 
before fighting Mother Brain. 



Your strongest 
opponents appear 



ill 






























1 st 

LEVEL 


The first level is wide but uncomplicated. 

Check the map carefully and find where the stairs 
lead to on the second level. 

The enemy is strong. 

Use the Meg id technique against the enemy if 
your level is low. 

Use No (sword to return to the Esper Mansion. 
Repeat this to improve your companion's levels. 


Your most powerful 
enemies appear in 
this last dungeon. 


m 


Climb this first level. 


Hints for this level 
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2 nd 
LEVEL 


Hints for this level 


The container is on the 
second level 
Ope n the co n 1 a m lt 
only if you have 
enough strength. 

You will know why 
when you open it, 

A shocking Inst scene 
awaits you at the top 
on this level 
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The worst enemy you have 
ever met. Dark force 
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